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COUSIN LIVELY'S 

PICTURE BOOK OF 

NICE LITTLE GAMES FOR NICE LITTLE GIRLS, 


THUS SKfS THE @RAN® MUFTI. 


The one who plays the part of Grand Mufti, stands on a stool or chair, making all 

kinds of motions 



she can think of: 
putting her hand 
to her heart, or on 
her head; bowing 
with her arms out¬ 
spread ; or making, 
comical faces; at 
every fresh move¬ 
ment saying, 

“ Thus says the 
Grand Mufti,” or, 

“ So says the 
Grand Mufti.” 


* 


When 


saving ‘ 
exactly. 


she says “ So says the Grand Mufti,” no notice must be taken; but upon her 
Thus says the grand Mufti,” all the players must imitate her movements 
Those who make a mistake, either way, must pay a forfeit. 


FROG IN THE 



MIDDLE. 

One little girl takes the name of 
Frog, and stands in the middle of 
the room; her play - fellows run¬ 
ning round her, singing. 


Frog in the middle, you can’t catch me. 


Frog reaches out her arms to 
catch any one of the players, as 
they pass by, but in her effort she 
must make only one step or spring, 
she must not run after them. The 
player who is caught, becomes Frog. 
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BUFF. 

All the players but one, who is called Buff, should he seated in a circle. Buff then 

takes a long stick, and standing be¬ 
fore the first person in the circle 
taps on the floor with her stick; 
when the person before whom she 
stands, says “ Who knocks ?” 

Buff,—“ Buff.” 

1st Player,— “ What says Buff.” 
Buff, —“ Buff says Buff to all 
his men.” 

1st Player, —“ And I say Buff to 
you again.” 

Buff,—“ Buff smiles.” 

1st Player, —“Buff neither smiles 
nor laughs, 

But carries his face with a very good grace, 

And passes his wand to the very next place. 

The first player then takes the stick and goes to the next, and repeats the words 
again; and so the stick is passed round. If any one laughs or smiles while she is say¬ 
ing the w'ords, she must pay a forfeit. 

(gyp 

Although there is not usually any game played with the cup and hall, beyond trying 

to catch the ball 

either in the cup 
or on the point, 
still clever little 
girls might invent 
two or three very 
amusing games for 
themselves. Now 
here is one I have 
just thought of for 
„them; yet I do 
not consider my¬ 
self at all clever. 

Suppose Ellen and Margery try which can catch the ball in the cup, the greatest num¬ 
ber 0 f times in twenty-four trials each; then try which can catch the ball on the 
point, the greatest number of times in the same number of trials each. Ot course 

whichever does, wins. 
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All the players but two, one of whom is called the Cat, the other, the Mouse, join 

their hands, and 



form a circle, hav¬ 
ing the Mouse in¬ 
side the ring, while 
the Cat is outside. 
The players form¬ 
ing the circle, run 
round the Mouse, 
occasionally rais¬ 
ing their arms; 
when the Cat, up¬ 
on seeing a favor¬ 
able opportunity, 


runs in To catch the Mouse, who escapes through the opposite side. The ring moves 
rapidly round and round, while the Cat goes about “ Me-ow-ing,” until she finds a 
chance of getting out, when she chases the Mouse, who tries to escape by entering the 
ring; if the Mouse succeed, the Cat pays a forfeit, but if the Mouse is caught, she 
must pay one. 


THE SKIPPING-ROPE. 


Skipping is both a healthy and a graceful exercise, and may be practised in many 

different ways; the usual methods 



are as follow:— 

Pass the rope quickly under the 

feet, either backwards or forwards. 

. Throwing the rope w r ith the arms 

crossed, as seen in the picture. 

Two turning the rope, one c.t each 

end, while one skips over it; or two 

together, or in turn, skip over it. 

When little girls have had plenty 

of practice, they may be able to pass 

the rope under their feet twice or 

even three times, before touching 

© 


© 

the ground; but they must be careful not to exert themselves too much, as excessive 
heat is sometimes dangerous, especially in summer. 
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FOX AND GEESE. 

i he board for this game, together with the pegs, (fifteen geese and one fox,) can be 

obtained at any toy-shop. The object of the 
geese is to hem Mr. Fox in so that he cannot 
move; and Foxy tries to prevent that, by tak¬ 
ing all the Geese he can. 

This is the way the game is played:—The 
pegs being placed on the board as shown in 
the engraving,—the Fox in the middle, the 
Geese can move one station forward, one at a 
time; the Fox can only move one station at a 
time, but he can move any way; and should 
there be a vacant station behind a Goose, the 
Fox can jump over the Goose and take the 
place, at the same time taking away the Goose 
he has passed over. This he repeats, if he 
can, until he has cleared the board. But if the Geese can be placed round him in 
double rows, the Fox becomes a prisoner, because he cannot jump over more than one 
Goose at a time. In this case Fox loses the game. 
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The players, each of whom has nine men, endeavour to get their men in lines of 

three, each player putting down one, alter¬ 
nately* and trying to prevent her adversary 
succeeding. When either has made a row of 
three, she takes one of the other player’s men 
off the board; but she should not take one of 
a row, if it can be avoided. 

As soon as all the men have been placed on 
the board, the players begin to move them, in 
turn, still trying to form rows of three, mov¬ 
ing from one circle to the next, in a line. 

As three men are required to form a row, of 

_ _ course, when either player has but two men 

left on the board, she has lost the game. 

This amusing pastime is well suited for a quiet in-door game. Little girls who can 
play at Noughts and Crosses, will very readily understand how to play at this. 
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This is excellent fun for any number of little girls, and the less the players, (with 
two exceptions,) are acquainted with 
the game, all the more merriment 



will there be. The two who should 
know the game are the Captain and 
the Corporal. 


The players kneel down in a line, 
the Corporal at the end, to the left 
hand of the Captain, who stands in 
front to give the word of command, 
which all must obey at once, the 
Corporal setting the example. The 
word of command may be anything 
the Captain pleases, but it should 
always he something laughable, such 
as to “ Sneeze,” to “ Laugh,” to 
“ Shut the left eye,” to “ Pull their 
right ear with their left land,” and 
so on. When presently comes the 
command “ Present!” upon which 
all the players put out their right 
arms straight before them; then 
the Captain suddenly says “ Fire! 
when the Corporal pushes the one 
on her left, who pushes the one on 


her left, she, in turn, pushing her neighbour, and so on all along the line; and all the 


little girls go falling one over the other, which causes much fun and laughter. 
For all mistakes in not obeying the word of command, a forfeit must be pai . 

GERMAN BALLS. 


A large die, having eight faces, 
numbered from one to eight, is laid 
on the ground, the eight face down¬ 
wards. The players, each having 


two differently-coloured balls, bowl 
at the die, from a~distance of about 
twelve yards; and the player who 
hits the die and turns up the high¬ 


est number, or if the die is not hit, 
the person who bowls nearest, wins. 
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Chickary, Chickary, 
crany crow, 

I went to the well to 
wash my toe, 

And when I came back, 
a chicken was dead. 


This is repeated 
by the next play¬ 
er, then the next, - 

until all have said it; when they stop in front of the Fox, to whom theHen says, 

“ What are you doing, Mr. Fox?” Fox.-“ Kindling a fire.” Hen.-*‘ What for 
Pox.—“ To hoil some water.” Hen, —“ For what is the water . ox^ o sea 
chicken.” Hen.— “ Where will you get it?” Fox.—“ Out of your floe . pon 

saying this, the Fox jumps up and pursues the Hen and Chickens, who le mg go lei 
hold of each other, run off in all directions; the one caught then becomes Fox, an 
the former Fox takes the place of the Hen. 


One player, who is called Fox, sits down on the ground, while the rest of the players 
holding each others dresses behind, walk in procession around her; the leading one is 
called the Hen, the 
others her Chick¬ 
ens. As they walk 
round, the Hen 
sings 


SWINGING. 

Although there are hot any regular games to be played with the swing, still a great 


amount of enjoyment may be had by 
young folks, in this way:—Let each 
player swing for five minutes; then 
they tan each swing while another one 
counts forty or fifty; and so amuse 
themselves very agreeably. 

Swinging is a healthy and harmless 
exercise, if little girls do not go too 
high; hut if they do, it becomes 
dangerous; however, to guard against 
accident, it will be better that the rope 
should he fastened to the branches of 
a couple of trees, and if you have soft 



beneath* it will be all the more pleasant. 
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Before commencing this animated game, each player takes the name of some coloured 
cap, as Blue-cap, Green-cap, Red-cap, Yellow-cap, &c., according to the number of 
players. When this is arranged, one 
begins the game by tossing a handker¬ 
chief towards another player, at the 
same time calling out her name, thus : 

Suppose Blue-cap tosses it to Red-cap, 
she calls out “ Mr. Red-cap,” who 
must answer, (before the other can 
count five, or pay a forfeit,) “ What, I, 
sir ?” to which Blue-cap quickly re¬ 
plies, “ Yes, you, sir.” Red-cap rejoins, 

“ Not I, sirwhen Blue-caps asks 
“ Who then, sir ?” Red-cap says “ Mr. 

Green-cap,” or any other player most 
off her guard, at the same time throwing the handkerchief at the one named; when 
the same questions and replies are gone through between Red-cap and the person to 

• w ' lom ^ ie handkerchief was thrown, who in her turn tosses it to some one else; and 
so on, until all are tired of playing. 

RAT AND BELL. 

One of the players, who is called the Rat, has a bell fastened to her waist, in such a 
manner that it may 

tinkle as she passes 
from place to place; 
each of the other 
players should be 
blindfolded. They 
then stand a little 
distance apart, to let 
the Rat run, and try, 
by the sound of the 
bell informing them 
of her position, to 
catch her. 

The fun now begins; for the players being blindfolded, often catch each other, while ' 
the Rat escapes. Whoever succeeds in catching the Rat, takes her place, and becomes 

Rat for the next ofame. 
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This is a very amusing game, because for every mistake a player makes, she 
have a paper horn put in her hair. A 


r 


great deal of attention must he paid 

o 

to the game, to avoid, before it is over, 
having one’s hair full of paper horns, 
like a little girl I saw, who made eight 
mistakes, and had eight paper horns. 

We took her portrait at the time, that 
you might see how droll she looked. 

In commencing, one of the players 
leaves her seat, and says very politely 
to the next on her right hand, “ Good 
morning, Genteel Lady; I, a Genteel 
Lady, always Genteel, come from this 1 •j.j. 

Genteel Lady, always Genteel, (points to her left,) to say that she owns an eagle w, h 
a golden beak.” The one whom she addressed then repeats exactly the same words to 
her next neighbour, and adds, after “ golden beak,” •* and with sliver claws. The 
next one adds, after saying all the words which have been sard to her and with lace 
skin.” Should either of the players make a mistake in saying the words, a paper horn 

must be put in her 





hair; and the next 
will have to say, 
“ Good morning. 
Genteel Lady, al¬ 
ways Genteel; I, 
a Genteel Lady, 
always Genteel, 
come from this 
One-horned Lady, 
always One-horn¬ 
ed, to say that she 
owns an eagle with 
a golden beak, sil 



a golden beak, su- ... 

ver claws, lace skin, and diamond eyes.” The player addressed adds, “ and with pur- 

dIg fG8ltll6^s. ,, 

Before the -ame has gone round many times, most likely a number of mistakes will 
have been made; then, perhaps, a player will have to say, “ Good morning, Three¬ 
horned Lady always Three-horned, I, a Two-horned Lady, always Two-horned, come 
from this Five-horned Lady, always Five-horned, to say that she owns an Eagle,” &c. 
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DEAN & SON’S COLORED SIXPENNY TOY BOOKS, 

Printed on stout 8vo. Super Royal Paper,—each embellished with Eight or more 
large handsomely Coloured Engravings. 


Mamma & Papa LovechilcVs 

NEW SERIES. 

The Lord’s Prayer explained 
Story of the Three Little Kittens 
King Donkey's Doings 
The Lion’s Grand Bali 
Our Old Friends’ Ball 
Mrs. Dove’s Evening Party 
A was an Archer, &c. 

The Aquatic Party 

The Truant Bunny 

Nice Games for nice Little Boys/ 

Picture Book of Games & Pastimes 

Nice Games for nice Little Girls 

Another Book of Nursery Rhymes 


Papa Please*Me-Well’s 

NEW SERIES. 

Aladdin, and Wonderful Lamp 
Beauty and the Beast 
Cockey Locky and Henny Penny 
Little Man and Maid [Robin 
Courtship and Marriage of Cock 
First Lessons in Dancing 
Pretty Alphabet: easy Spelling 
Sleeping Beauty in the Wood 
Second Toy Shop Alphabet 
Sick Robin and Nurse JennyWren 
Story of the Three Tiny Pigs 
Story of the Three Bears [Robin 
Trial of Sparrow for shooting Cock 


Sister Lady-Bird & Merriment 

SERIES. 

Alphabet of Flowers and Fruit 
The Cats’ Tea Party 
C. Countwell’s Comic Ciphering 
Deborah Dent and her Donkeys 
The Monkey’s Wedding Party 
New House that Jack built 
New Story of Mother Goose 
New Story of Puss in Boots 
Sad Fate of poor Cock Robin 
Peep at the Zoological Gardens 
Rhymes about Royalty 
Scripture Historical Alphabet 
Toy Grammar : many engravings 


Aunt Busy Bee’s Series. 

Comic Alphabet; with verses 
Little Frog and Pretty Mouse 
Crystal Palace the Prince built 
Stories of Horses, Dogs, & Ships 
New Cries of London 
Alphabet of Nouns and Objects 
Whittington and his Cat 
Gamut and Time Table, in verse 
Little Mouse in Christmas Cake 
Adventures of Peter Paganini 
Alphabet: Horses, Dogs, Ships 
Alphabet of Flowers 
Two Brothers and the Echo 


Grandpa & Grandma Easy's. 

Tom Thumb, the Little Gentleman 
Little Pig’s Ramble from Home 
Fight of the Lion and Unicorn 
Jacko’s Merry Pence Table 
Cock Robin Alive and Well again 
New Tom Thumb and his Mother 
New Story of Little Jack Horner 
Merry Multiplication 
Stories of the Alphabet 
Alderman’s Feast: New Alphabet 
Wonders of a London Toy Shop 
New Story of the Queen of Hearts 
Molly Goosey: Michaelmas Day 


Cousin Honeycomb’s Series. 

Story of the Mouse and her Sons 
New and Amusing Multiplication 
New and Amusing Pence Table 
Alphabet of Trades and Industry 
Illustrated Railway Alphabet 
My Aunt’s Ball: New Alphabet 
Little Joey : an interesting Tale 
New Royal A B C, and Spelling 
Pleasing Rhymes for the Nursery 
Popular Riddles and Puzzles 
Tales of the Months and Seasons 
Old Dame Bantry and her Cat 
The Prince and his Three Gifts 


Mary Merry heart’s Series. 

Bine Beard, the History of 
Jack, the Giant Killer 
Red Riding Hood and the Wolf 
Ali Baba, and the Forty Thieves 
Robin Hood and Little John 
Robinson Crusoe, Adventures of 
Little Goody Two Shoes [Feast 
Butterfly’s Ball and Grasshopper’s 
Monkeys’ Graifcd Party and Ball 
Seven Champions of Christendom 
Austin Brent, the Little Middy 
Dame Wiggins of Lee and her Cats 
New Toy-Shop Alphabet 


Uncle Heart’s-ease Series. 

A, Apple-pie, History of 
Uncle Buncle’s New A, B, C. 
Alphabet of Birds 
Comical Posture Alphabet 
Sunflowers’ Ball 

Johnny Gilpin’s Journey to Ware 
The Merry Miller 
The Little Pig’s Tale 
Funny Old Lady [Steam 

Three Useful Giants, Wind,Water, 
^Donkey’s Grand Party 
Little May and her Brother 
Yisit to the Crystal Palace 


Brother Sunshine’s Series. 

Illustrated Steam-boat Alphabet 
Historical Alphabet 
Dogs* Grand Dinner Party 
Simple Simon, and other Stories 
Sing a Song of Sixpence, &c. 
Pleasing Pastimes for Little Folks 
Death and Burial of Cock Robin 
Old Mother Hubbard and her Dog 
Cinderella and the Glass Slipper 
Children in the Wood 
Watts’s Divine and Moral Songs 
Jack and the Bean Stalk 
The Cats’ Grand Party 


COLOURED SCRIPTURAL SUNDAY BOOKS, 
Edited hy Miss Corner. 

On stout 16mt>. Imperial .Paper,—each embellished with Eight 
or more large handsomely Coloured Engravings. 


Cain and Abel, the Two Brothers 
Isaac and Rebekah, History of 
Esau and J acob; Forget and For- 
Life of Moses [give 

Joseph and his Brethren 
Ruth and Naomi; or, Affectionate 
Daughter-in- Law 


Samuel, the Prophet, History of 
David, 4he Shepherd King [Oil 
Elisha, and the Widow’s Cruise of 
Daniel, the Prophet, and the 
Captives of Judah 
The Life of Our Blessed Saviour, 
Jesus Christ 
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Re¬ 


painted Picture Play Books, 

Large Pictures and Little Reading. 
13 sorts, 4to. Imperial, 6d. each 

Picture Play Books,—Plain 

and Painted. Lessons in Coloring. 
4to. size, 13 sorts, 6d. each. 

Peter Palette’s Picture Scrap 

Books, Coloured. No Reading. 
13 sorts, (3d. each. 

Children’s Untearable Toy 

Books, on cloth, Gd. each. 
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